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A bloody and horrific past; ghosts and 
haunting; an evil entity that controls a house; yes, 
come with us and adventure in the disturbing and 
dangerous House of Lament! This old manor house 
is a place of many horrors, haunted by numerous 
spirits and hiding an even darker secret. We've got 
plenty of additional creepy material that you can 
use to scare your players as they explore this many- 
levelled house. 
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How to use these resources 


Around the As players explore the house, you can use 
house these table to help describe things they 
might see or find. We’ve made sure they 


are all imbued with a bit of creepy magic. 


Hauntings Use the tables on this page to add to the 
various hauntings in the house. If you need 
a ‘lost soul’ we've got them named and 


detailed here for you. 


What else is included with this DM resources 
pack? 
Full-sized maps Included with this pack are highly- 
for The Houseof detailed, full-scale digital maps of the 
Lament House of Lament, including: 

- Misty Forest Crossroads 

- The House of Lament 

- seven-level house 
- The House of Lament (awakened) 


- creepier ambience 


We have included: 
- VTT-ready jpegs 
- Print-guality pdfs 


- Full-size jpegs for poster printing 


Find the maps in the download section 


of your purchase library. 
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Paintings around the House 


Around the House of Lament, paintings hang on the walls 


of many of the rooms and corridors. This table will help 
you describe the more interesting and intriguing ones. 


the house when the Halvhrests were its owners. As 


you look away, in the corner of your eye the scene 
switches to that of a heavy-handed, dreary painting 


of a dark fortress, the old Castle Laventz. 


2 Lake Bolygo, a landscape depicting a misty lake 
shoreline. Tall trees encroach upon the water and 
are reflected across its surface. A tiny grey figure 
stands in the distance on the far lakeshore. Each 
time you look at the painting, the figure seems to be 
a little closer. 


3 A large painting with an elaborate jewelled frame, 
showing 'General Latcus Calmare, triumphant, 


mounted on his griffon, Rau, rampant with a great 


battle in the background. Touching the frame causes 


the room to fill briefly with the panicked screams 


and agonised shouts of warring soldiers. 


4 A homely depiction of a rural kitchen, with baskets 
of fruit, loaves of bread and a cheerful cook peeling 
vegetables. On closer inspection though the fruit is 
rotten, the bread infested and the cook is peeling 
the skin from her fingers. 


5 Asmall frame marked ‘Heggy III’ containing a 
detailed watercolour of a large tabby cat. If you 
make a noise near it, the sleeping cat startles and 
runs from the frame. You think you can hear paws 


padding behind you wherever you walk in the house. 


6 Lord Tihomir the Unjust, an oil painting of an elderly 
gentleman, dressed in judicial robes. The painting 
has been slashed violently in several places, 
including across the neck of the image. A drop of 


blood runs down the painting as you look at it. 
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Household items 


The house is still filled with many objects left by its 
inhabitants. If players wish to examine any of the small 
items left around, this table identifies some that have 
been imbued with a little of the enchantment of the 
house around them. 


1 Ahandsome white quill. Whatever its holder tries to 


write, the quill scribes ‘they stole me from a bird’. 


2 A velvet pin cushion shaped like a porcupine. 
Occasionally throws off all its pins in fear. 


3 A delicate teacup, hand decorated inside with scenes 
of courting lovers. If filled with a drink, the lovers fall 


into the liquid and drown. 


4  Asmall leather-bound novel that refuses to open to 
any page other than one detailing the execution by 
decapitation of a hundred heretical monks. 


5 An elegant, silver butter knife with an ivory handle. It 


randomly stabs its bearer in the hand. 


6 Atoy wooden soldier. It limps along the floor, crying, 
an arm lost and the left side of its body gangrenous. 


7 A crude mousetrap haunted by an angry little mouse 
named Stefzen le Crumbelsajt who prevents any 
further deaths at the hands of the hated trap! 


8 A bone, ladies comb with a leaf-shaped handle. It 
scrapes and cuts the scalps of those who use it. 


9 A doll with a sweet, rosy face. The hair has 


rotted and now worms wriggle in the hair holes. 


10 A glass salt cellar. The top always falls off when 
shaken, spilling salt everywhere. 


11 A music box painted with flowers. It plays a 
jaunty dance, but if anyone looks into the mirror 
inside it reflects their face in death and plays a 


funeral dirge. 


12 A shiny brass chamberstick. When a candle is 
placed on the pricket and lit, it burns down in 
seconds and extinguishes all lights in the room. 
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Adding hauntings to your game 


The official guide provides examples of hauntings around the 
house and suggests DMs add more where appropriate. You can 
use these tables to help you add both ambient hauntings and 
those more dangerous hauntings that occur once the house 
awakens. 


The first table details some lost souls. There are hundreds of 
souls trapped in the House of Lament. If an ambient haunt 
selected on the official guide's roll table involves a Lost Spirit, use 
these examples to add character and detail. 


The three guest bedrooms on the 2nd floor can contain ambient 
hauntings at the DMs discretion. Our second table details three 
haunting ideas. 


When the House wakes, several of the rooms become host to 
new, more aggressive hauntings. Use our third table for 
awakened hauntings in some other rooms in the house. 


1 Sir Gergel of Cvish, one of Mara's traitorous knights. 


Dressed in old-fashioned mail, he slowly staggers. 


Blood pours from a deep gash in the back of his head. 


2 Osuald, the kindly uncle of Loren Halvhrest. During a 
visit to the cellar to fetch wine, he was taken by the 
entity in the monolith. He appears as a helpful spirit, 
whispering advice, hoping the entity doesn't hear him. 


3 Lady Cincea, one of the aristocrats that failed to help 
Mara's family. Slaughtered by Mara with horrific 
vengeance, Cincea appears as a weeping lady, blood 


oozing from the wounds where her eyes once were. 


4 Estwyn Faull, the ghost of an occult investigator who 
had been hired to locate a missing adventurer. They 
manifest as a poltergeist, banging loudly on tables and 
blowing out torches and lanterns. 


5 Margueta van Kicht, the once famous tomb-raider. She 
perished at the hands of the House when searching for 
treasure. She appears as a charred skeleton, leaving 


chunks of burnt flesh in her wake. 


6 Little Antal, the spirit of a teenage boy that sought 
shelter in the house without realising its nature. He 
manifests as bloody handprints on the wall and 


sometimes forms words and shapes. 
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This bedroom stands in the same space as that of a 


torture room in the demolished castle. The sounds of 
chains, prisoners screams and sizzling flesh fill the air. 
Characters may even glimpse a huddled figure in the 


corner, their skin punctured and weeping from torture. 


Each character experiences this bedroom differently — 
as an important location from their own childhood. A 
figure familiar to them stands near the window. When 
they turn, their face is that of a gaunt skull and their 
Jaw cranes open before they vanish. 


A small figure huddles under the bed blankets, calling 
"There's something under my bed". If a character lifts 
the blanket, they see themself as a child. If they look 


under the bed, they see themself as a corpse. 


Ballroom - the floorboards appear to crack apart and 


skeletal hands reach up from below. Dragging 
themselves in to the room, three skeletons dressed in 
antique armour emerge. Clutching rusty longswords, 


they attack when they notice those standing near. 


Dining Room - as soon as two characters have 
entered the room, the doors slam shut. From an 
unknown source drifts eery violin music and the 
wooden dining chairs begin to levitate. As the music 
increases in speed and volume, the chairs dance 
around the room, spinning faster and faster. Soon the 
room is filled with whirling, dangerous furniture, 


smashing into splinters against any obstacle. 


Master Bath - the sounds of dripping water echo here. 
The bath is filled to the top with opaque, dark water. 
Any character who approaches the bath is grabbed by 
a pale, clawed hand that tries to pull them into the 


water and drown them. 


Sitting Room - when a character enters the southern 
sitting room, the stag heads mounted on the wall 
animate and drop to the floor. With monstrous 
snapping jaws, they clatter across the floor and 
attempt to bite the legs and feet they encounter. 
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Be sure to check out Heroic Maps’ About Heroic Maps 
other DM Resource packs on 


We are Joe and Sarah and we've been 
DM’s Guild. ge ienine and me digital RPG products as 
Heroic Maps since 2013. You can find 
hundreds of our highly-detailed printable and 
VTT-ready battlemaps, modular tiles and 
terrain maps on DrivethruRPG.com 


On Patreon, as well as making maps, we have 
been writing adventure supplements and game 
resources for GMs since 2017. 


You can find us in the following places: 


= Twitter: @heroicmaps 

= Patreon: patreon.com/heroicmaps 

= Facebook: facebook.com/heroicmapsRPG 
= Email: heroicmaps@gmail.com 

= — www.heroicmaps.com 


Come and say hello! 
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Product Identity: The following items are hereby identified as Product Identity, as defined in the Open Game License version 1.0a, Section 1(e), and are not Open Content: All trademarks, registered trademarks, proper names (characters, etc.), 
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the game mechanics of this game product are Open Game Content, as defined in the Open Game License version 1.0a Section 1(d). No portion of this work other than the material designated as Open Game Content may be reproduced in any 
form without written permission. 


OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved. 

1. Definitions: (a) "Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b) "Derivative Material" means copyrighted material including derivative works and translations (including into other 
computer languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to 
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d) "Open Game Content" means the game mechanic and includes the methods, procedures, processes and routines to the extent such content 
does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open Game Content by the Contributor, and means any work covered by this License, including translations and 
derivative works under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product and product line names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, 
plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of 
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other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs 
that are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and 
otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement. 

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content that 
you Use. No terms may be added to or subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License. 

3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content. 

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by 
this License. 

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the 
title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You 
agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of 
such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall 
retain all rights, title and interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content. 

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under any 
version of this License. 

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission from the Contributor to do so. 

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open 
Game Material so affected. 

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License. 

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable. 

15 COPYRIGHT NOTICE 
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